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(54) [Title of Invention] Home Video Game Steering Apparatus 
(57) [Overview] 

[Goal] When a player using a video game increases the speed of his motorcycle, only the 
apparent speed of scenery passing by on the screen increases. If the player crashes his 
motorcycle, the screen shows the crash, but no physical shock is transmitted to the player. The 
game lacks a sense of presence. The goal of this invention is to overcome that lack. 

[Organization] The invention is a steering apparatus for use in a home video game machine, and 
is composed of a mechanism for conveying the intent of the player to the video game; a 
mechanism for changing the video game story to reflect said player's intent; a mechanism for 
reflecting said changes in the video game story in the wind pressure; a mechanism for conveying 
said wind pressure to the player; a mechanism for reflecting said changes in the video game story 
as changes in electric shock; and a mechanism for safely conveying said changes in electric shock 
to the player. 
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[Scope of the Patent Claims] 

[Claim 1] A steering apparatus for use in a home video game machine, characterized by a 
mechanism for conveying the intent of the player to the video game; a mechanism for changing 
the video game story to reflect said player's intent; a mechanism for reflecting said changes in the 
video game story in the wind pressure; a mechanism for conveying said wind pressure to the 
player, a mechanism for reflecting said changes in the video game story as changes in electric 
shock; and a mechanism for safely conveying said changes in electric shock to the player. 

[Detailed Explanation of Invention] 

[0001] 

[Industrial Field of Application] This invention relates to a steering apparatus for a home video 
game machine which conveys wind from a fan and an appropriate electric shock to the player. 
[0002] 

[Prior Art] Recent years have seen the release of many products in which a video game is based 
upon the idea of a race between motorcycles or bicycles. In general, players of these games steer 
using a steering apparatus like that shown as steering apparatus 1 in Figure 11. Steering apparatus 
1 is equipped on its front with cross-shaped directional control device 2, push button 3a, 3b, and 
3c, and start button 4. 
[0003] 

[Problem to be solved by the invention] However, with the game described above, when the 
player increases the speed of the motorcycle, the only thing that happens is that the speed of 
scenery passing by on the screen increases. Further, if the motorcycle crashes, the only thing that 
happens is that the crash is represented on the screen: no shock at all is transmitted to the player. 
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Existing home games thus exhibit the defect that they do not provide a sense of presence. This 

invention is designed to solve the problem just described. 

[0004] 

[Mechanism for solving the problem] A steering apparatus for use in a home video game 
machine, comprised of a mechanism for conveying the intent of the player to the video game; a 
mechanism for influencing the video game story to reflect said player's intent; a mechanism for 
reflecting these changes in the video game story in.the wind pressure; a mechanism for conveying 
this wind pressure to the player; a mechanism for reflecting these changes in the video game story 
as changes in electric shock; and a mechanism for safely conveying said changes in electric shock 
to the player. 
[0005] 

[Operation] We explain the operation of this invention based upon its organization. As the game 
unfolds before the player, a fan directs the wind, and an electrode applies an appropriate electric 
shock, to the player. The player's intention is conveyed to the video game and influences the 
game story. The mechanism which causes changes in the game story to be reflected in the wind 
changes the speed of the wind directed at the player. The mechanism which causes changes in the 
game story to be reflected as changes in the electric shock safely applies said electric shock to the 
player. 

[0006] " . . . 

In short, a player who is playing a motorcycle race game using the game system in Figure 2 
experiences wind which changes according to the game content as he changes the motorcycle's 
speed, and if his motorcycle should collide with one of his opponent's motorcycles, he will 
experience a shock to his hand. 
[0007] 

[Example of embodiment] Here we refer to Figure 1 through Figure 5 and give a concrete 
explanation of the first example of embodiment Figure 1 shows the steering apparatus of this 
invention. The steering apparatus is equipped, on its front, a cross-shaped directional control 
device, and push buttons 3a, 3b, 3c, and start button 4. It is further equipped, at the left and right 
sides, with positive electrodes 6a and 7a, and in the center with fan 8 situated behind blower 
opening 9. Steering apparatus 1 is also equipped, on its back, with negative electrodes 6b and 7b. 
Connection cord 5 is attached to steering apparatus 1, and controls input and output 
[0008] Figure 2 illustrates the overall system in which the steering apparatus that is the subject of 
this invention is used in a game. The game machine 30 is connected to the image display device 
36, and is further connected, through interface 3 1, to the steering apparatus L 
[0009] Figure 3 is a block diagram of the steering apparatus that is the subject of this invention 
being used in a game. The game machine 30 is connected to the image display device 36, while it 
receives input signals from the control portion 32 via interface 3 1 . In addition, interface 3 1 uses 
voltage control device 33 to activate fen 8. Further, interface 3 1 is connected to right hand 
electrode 6 and left hand electrode 7 through low frequency voltage generator 34 via safety 
device 35. 

[0010] Figure 4 is a flow chart of a motorcycle race game using this invention. Figure 5 is a 
depiction of the screen during play of the above described motorcycle race game (hereafter, 
"game"). 60 is the motorcycle controlled by the player, 61 is another motorcycle, 62 is the 
external wall of the race course. The goal of the game is to race motorcycle 60 in order to reach 
the finish point first, while avoiding colliding with the wall 62 or with another motorcycle 61. 
[001 1] Motorcycle 60, controlled by the player, can be moved left and right using the directional 
control device 2. Speed can be controlled using push button 3a as the accelerator and push button 
3b as the brake. 

[0012] We will explain the game using die flow chart in Figure 4. When the power is applied, 
first the gasoline in the player's motorcycle (hereafter, "player") is set to full. The score is set to 
zero, and other initialization, such as setting voltage control device 33 and low frequency voltage 



generator 34 to zero volts via interface 31, is performed (SI). When the game begins the steering 
apparatus input is checked and the movement of the player (motorcycle 60) is controlled (S2) 
Next depending upon the condition of the road and the movements of the player (motorcycle 60), 
the opponent's motorcycle (hereafter "opponent") is controlled (S3). ..... 

rOOl 3 I Here is where the control of this invention enters the picture. First, the speed of the player 
motorcycle 60) is checked (S4); if it is above 40 km, then fan 8 is turned on by voltage control 
device 33 and its speed is adjusted according to the speed of the player (SS). If .t « below 40 km, 
then the fan is turned off (S6). Next, the player's position is checked; if he has collided with the 
opponent or the external wall of the course (S7), an electric shock of appropriate size .s applied to 
the player's hands through left hand electrode 6 and right hand electrode 7 from the low 
frequency voltage generator 34 via safety device 35 (S8). 

[0014] Next the player's gasoline is checked (S9), and if it is zero, game end processing is 
performed (SI 1) and the game ends. If there is gasoline remaining, we check whether or not the 
finish line has been reached (S10). If the finish line has not been reached, then we return to S2 
and the game continues. If the finish line has not been reached [sic], game end processing is 
performed (SI 1), and the game ends. This completes the explanation of the first example of 

embodiment. . . c . , 

r0015] Next we refer to Figure 6 through Figure 10 and give a concrete explanation of the second 
example of embodiment. Figure 6 is a steering apparatus (the subject of this invention) for use in 
an automobile race game. It is primarily used for automobile race games. The automobile race 
game steering apparatus 50 has a slanted front face, and is equipped in the center with a steenng 
wheel 53 and both the left and right corners are equipped with blower openings 9. Each of these 
is internally fitted with fans 5 1 a and 5 1 b. At the bottom left of the front face is a speed control 
device 52, and on the right is a push button 3. Connection cord 5 is used to connect the steering 
apparatus to the automobile race game machine 50. ... 
[0016] Figure 7 is a cross sectional diagram of the steering wheel of Figure 6, when it is cut along 
line I-I The cross section of the steering wheel 53 is circular in shape. The surface of insulator 
53c is divided into left and right sides, and each is covered on the left and right sides with 
semicircular shaped electrodes 53a and 5.3b. The positive electrode (53a) and the negative 
electrode (53b) are insulated by the insulating wall 53c top and bottom on insulator 53c in such a 
way that no conduction occurs between them. . • 

[00 1 7] Figure 8 and Figure 9 are flow charts of an automobile race game. Figure 10 is a depiction 
of the screen during play of the above described automobile race game (hereafter, "game"). The 
goal of the game is to race automobile 70 in order to reach the finish point first, while avoiding 
colliding with another automobile 71 or with the external wall of the race course 72. 
[001 8] The automobile 70 controlled by the player can be moved left and right using the steenng 
wheel 53. In addition, the shift lever 52, accelerator 3a, and brake 3b can be used to control the 
speed When the power is applied, first of all initialization processing is performed: the gasoline 
of the automobile controlled by the player (hereafter, "player") is set to full; the score is set to 
zero, and voltage control device 33 and low frequency voltage generator 34 are set to zero volts 
via interface 31 (S21). When the game begins, the input from the automobile game steenng 
apparatus 50 is checked, and the player is controlled (S22). Next, according to the player's 
motion and the condition of the road, the motion of the opponent's automobile (hereafter, 
"opponent") is controlled (S23). 

[0019] Here is the part which differs from the first example of embodiment. First, the positions ot 
the player and the opponent are checked. If the opponent is passing on the right side (S24), wind 
is sent (S25) from the right hand fan 51b via voltage control device 33. If the opponent is passing 
on the left side (S26), wind is sent (S27) toward the player from the left hand fan 51a via voltage 
control device 3 3 in accordance with the relative speed of the player and opponent. 
[0020] Next, the position of the player is checked. If the player has collided with the opponent or 
with the external wall of the race course (S28), an electric shock of appropriate size is applied 
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(S29) to the hands of the player from electrode 53a and electrode 53b, via low frequency voltage 
generator 34 and safety device 35. Next, the player's gasoline is checked (S30). If it is zero, game 
end processing is performed (S32) and the game ends. If there is gasoline remaining, we check 
whether or not the finish line has been reached (S3 1). If the finish line has not been reached 
(S32) we return to S22 and the game continues; If the finish line has been reached, game end 
processing is performed (S32) and the game ends. This completes the explanation of the second 
example of embodiment. * * ; * : 

[0021] / r • . * . " 

[Effect of the" Invention] As shown above, this invention provides the player with a ncher sense 
of presence by applying an appropriate sized electric shock upon collision of the vehicle 
controlled by the player, and by directing wind at the player when he increases his speed, all in 
accordance with the unfolding of the game. In this way, the player can play the game without 

becoming bored. . . ' 
[Simple explanation of drawings] 

[Figure 1] Steering apparatus which is the subject of this invention. 

[Figure 2] Overview of a system which implements a game using the steering apparatus which is 
the subject of this invention. 

[Figure 3] Block diagram of a system which implements a game using the steering apparatus 

which is the subject of this invention.— . . — . ~ 

[Figure 4] Flowchart of a motorcycle race game which uses this invention. 
[Figure 5] A screen image during play of the motorcycle race game. 
[Figure 6] Steering apparatus using this invention for an automobile race game. 
[Figure 7] Cross section diagram of the steering wheel in Figure 6, cut along line I-I. 
[Figure 8] Flowchart of automobile race game. 
[Figure 9] Flowchart of automobile race game. 
[Figure 1 0] A screen image during play of the automobile race game. 
[Figure 1 1] Prior art steering apparatus. 
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Abstract 



PURPOSE-TO obtain a feeling of being a line performance by giving a player changing a.r pressure by a devce • 
which changes air pressures corresponding to changes in a story of a video game and safely g.v.ng the player 
changing electric shocks by a device which produces electric shocks raBecUng changes in the story. 
CONSTITUTION:An operating board 1 has a direction indicator 2. push buttons 3a. 3b and 3c and a start button 4 on 
the front face a fan 8 inside a window 9 in the middle of the front face and electrodes 6b and 7b on the rear face. A 
oame main body 30 is connected to a picture display device 36 and receives input signals from an operat.ng dev.ce 
32 via an interface 31 . When the speed of a player (a motorbike) is 40km/hr or higher, the fan 8 s regulated to 
rotating speeds corresponding to the speeds of the player by a voltage control tircurt 33 to grve the player a.r 
oressures The position of the player is detected, and when the player collides aga.nst an enemy or a wall of the 
course, the left and right hand electrodes 6 and 7 give off an adequate electric shock to the player's hands via a low 
frequency voltage generator 34 and a safety device 35. 

Data supplied from the esp@cenet database - 12 
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